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LO STARTING THE 
ADVENTURE 


The following adventure is designed to help a 
Gamemaster learn some of the finer points of running a 
gamesession for oneormore players Complete andready 
torun, itean be setup ina few minutes and played ina few. 
hours Extensive notes provide the Gamemaster with a 
commentary laced with tips intended to illuminate key 
aspects of a good FRP adventure 

Since this adventure is a learning tool, it is more 
structured than a normal PRP scenario (We also include 
more magic items than would normally be found with 
such a modest party.) The players" options are limited to 
but a few choices, for they are accompanied by derailed 
instractionsto the Gamemaster regarding the handlingof 
play. In this way the Gamemastercan get a grip on dealing 
wich specific simations without having to work too hard. 
The simple adventure in the MERP rules book is a more 
typical and less restrictive adventure 


Tur Six pwars or тив ADVENTURE, 
‘This adventure, which isentirled The Lons ofthe Long ЕЙ, 

contains six parts: 

(1) The Playerr—which provides a sampling of pre- 

generated characters, including their history, 

physical traits, and peculiarities, (rom which the 

gamers may choose a player-character (PC) of their 

(2) The Tale— which describes the setting and covers 
the background and plot; 

(3) The NPCs— éhancter-by-character description 
of the prominent non-player characters 


The Sites— a level-by-level. room-by-room 
description of each adventure site, complete with 
numbered diagrams, floorplans, and illustrations: 


(S) The Task a discussion of how to start the 
adventure, along with the aids, clues, obstacles, 
and 
typical or 
adventurers and 


and rewards awaiting the adventures 
(6) The Encouster co 
probable meetings between 


the NPCs. 


такте PLAY 

Skim each section of the adventure before speaking 
with the players, Pay particular attention to (1) the 
physical nature of the starting point in the setting, (2) 
the plot outlined in the tale, (3) the principal non- 
player character (NPC) adversaries, and, most impor- 
tantly, (4) the task. 

‘Then get together privately with each player. Ad- 
dress the player's desires concerning the characters 
natureand background. Afterwards, assign the player a 
pregererated character drawn from the list given in 
Section 3.0 Review the characters history and any 
physical traits or peculiarities. 


At this point, the individual player characters (PCs) are 
ready for adventure. ‘The Gamemaster should tum to 
‘Section 7.1 and reread the material on “Startingtbe PCs” 
Gather the players together and begin by describing the 
setting at the starting point. (Tum to Section 61 for a 
detailed description.) Welcome to Middle-earth. 


2.0 THE LOONS OF 
THE LONG FELL 


The Leone ofthe Long Ellis set along the southeastern edge 
of the Collélls of Erizelor, beside die Trollshaws and just 
noch of the Rivet Bruinen. This location makes iran ideal 
introduction to, and companion for, the adventure found 
in the MERP rules book. The small arca map in Section 
6.0shows the relationship of the three adventure sites in 
the region, 7 ರುಂ Gamemascer should feel free to move the 
adventure site co another area of Middle-earth if desired. 


3.0 THE PLAYERS 


The next few pages contain descriptions of six 

ued characters for che players to use as player 
characters (PCs). Character record sheets ate provided 
Же: cach description, enabling the Gamemaster to pho- 
tocepy the half-page covering a given PC. Each player 
should have his owa character sheet before beginning the 


pregena 


Since this вап introductory adventure the skill and stat 
bonuses on the character sheets are already totalled forthe 
player: In addition, names common to the PC's races are 
provided for each chazaczer but the players should feel 
frec to make up their own, 


1 
[t 
\ 


3 


3.1 WILHAET BREM (PC #1) 
Wilhaet Brem hails from a village near Fomost in 
Arthedain. Theson of a batile-scarred veteran of the wars. 
apis ಯೋಜ en in ano 
household. Jr was hardly surprising when he announced 

thet be wanted en He soe 
Brem’s family, however, has long had a feud with the 
local Lord; so, like his old father Wistine Brem, young 
Beer sought service elsewhere He wok the Great Eat 
Road eastward toward the Last Inn, where rumor said 
ters From the South often syed 

Te БЕТ e 
ISR and Bat quad west Gren D habe he 
Den 
magie broadsword, “Wolf-slayer ” 


Brom в à jos 


Brem carries a 


grandfather's (HIS 
în a Ми, sil.covered scabbard, 


Inlaidin silver and house 


it is a noble weapon which slays Wolves and Dogs (оп а 


voll of 01-50) and grows warm when within 10 of any 


` 249 


Name: Wilhaet Brem (aka “Brem”) 
Касе Eriadoran (оттап) 
Height: 61% 

Weight: 184 Ibs 

Hair: Reddish Brown 

Eyes Blue 

Demeanor: Wild, Vocal 

Special S 
Profession: Warrior (Mercenary Guard) 
Level: Т 


ar on his forehead 


SKILLS 


Movement and Maneuver 


No Armor: — MM 
Soft Leather. 0 MM 
Rigid Leather: -5 MM 
Chin... -20 MM 
Plate: -65 ММ 
Weapons 
Г-Н Edged: ...+38 OB (+53 w/+15 Broadsword) 
1-H Concussion = ..+28 OB 
2-H Weapons! n miss OÙ 
Thrown: - +130B 
Misiles... ОВ (+38 w/+10 Longbow) 
Pole Arms: 28 ОВ 
neral Skills 
Clik +11 MM 
Ride: x 
Swim. 


Teck... „варене 
Subterfuge Skills 

Ambush: Е упор se. 
Stalk /Hide:. 


Pick Lock: 
Disarm Trap: +105М 
Magical Skills 

Read Rune: Е 25SM 
Use Tem: 20SM 
Directed Spells: -2008 


[STATS 
Seat Value Bonus 
Strength (S 7 +20 
Agility (AG) 89 +s 
Constitution (СОУ on +10 
Intelligence (ICH) +0 
Intuition (IT) +5 
Presence (PR): +0 
Appearance (AP) = 
Miscellaneous Skills 
Perception... — „+10 
Body Development. 4 (Hits) 
Base Spells OB: NETS 
Essence RR: d 110 RR 
Channeling RR; ....—- +5 RR 
Poison КК... ukasa TY RE: 
Disease К: +10 RR 
Secondary Skills 
Sar-waching ಎ ಟಿ ........ SM 
Rope-master an +25 SM 
Languages 
Weizen (Common) s Ranke 
Nahaiduk 3 Ranks 


Experience Pts: 
Encumbrance Penalty: 


10,199 Exp 
омм 


+5 DB (+40 with shield) 


Armor Rigid Leather 


Shield: HO Shield 
Helm: Yes 
Arm Greaves None 

Nene. 


32 MUTFAST STRANGFOOT (PC 52) 
Mutfast Strangfoot is a sober young Hobbit from the Marish in the 
Shite, Little is known about Mutfast, or "Mut" as he is oft-times called, 
since he is an exceptionally careful sort of fellow, given to never getting 
into trouble. In fact, most folk consider him industrious and rather bland, 
Quiet, careful, and keen of ear, Mut is fond of listening to gossip and 
intrigues alike. He never speaks or acts rashly and rarely utters what is on 
hismind, but he hasa bitof larceny in his soul and has lived through many 
an adventure in his vivid daydreams. It is the glint in his eye that stirs the 
Marish women. A few of the old folk suspect that Mut is a bit bent, 
perhaps even a crook, but those in his family know the truth. Mut is the 


Name: Mutfast Strangfoor (aka "Whitfoot") 
Race: Hobbit 

Height: 38" 

Weight: 84 Ibs 

Hair. Medium Brown 

Eyes: Green 

Demeanor: Cautious, prudent 

Special: Blond hair on left foot 

Profession: Scout (Baker's Delivery Boy) 
Level: 1 


зон of Hobbit that likes to hide from passersby, the type that solves 
puzzles when no one is looking. 


His most distinguishing feature is one common to his small family 
Like all of the Strangfoots, he has an unusual left foot which, in Mut's 
case, is adorned with curly blond hair, This oddity gave birth to Mut's 
nickname: “Whitfoor.” 

Mt recently left home and went to Bree in search of his eccentric 
great-uncle Boffo Strangfoot. Armed with an antique (+5) Dwarvish 
mace, a fine (+15) Mannish dagger, a sling, a spate dagger, and his 
father's (+10) bluish hide shield (weight 5 Ibs.) Mut took to the road 


STATS 
Em Value Bonus 
Strength (ST): 9r 10 
Agility (AG): 97 +30 
Constitution (CO: 50 +25 
Intelligence (10) 79 

Intuition (IT) 74 

Presence (PR) 69 

Appearance (AP): 63 =i 


hoping to join Boffo in the quest to find theancient Strangfoot home. But 
Boflo wasn't in Bree, so Mut headed eastward toward the Last Inn with 
bur one clue to abide by. Old Boffo is somewhere up in the Coldfells 


SKILLS 
Movement and Mancuver Miscellaneous Skills 
No Armor: 5 ಎಟ Perception: 
Soft Leather: 120MM Jody Developme 
Rigid La Base Spells OB: 
Chain Essence RR: 
Plate: Channeling RR: +ISRR 
Weipa Poison КК: +55 RR 
1-H Edged: nuun. t6 ОВ (+21 w/+IS Dagger) Diese RR: “ель. 
1-H Coneussion:. tam -34 08 Secondary Skills 
2-H Weapons.. > M OB +0 SM 
Thrown: #46 OB (+61 w/+15 Dagger) +20 SM 
Missile +46 OR 
M Е А Languages 
Pole Ars: on 34 OB Kuduk (Hobbit) Ranks 
General Skills Westron (Common) Ranks 
Climbs. HIMM Sindarin 1 Rank 
Rider. +1 мм 
Spell Lis 

Swim: 36MM Мы 
Tack... ISM де) 
š e Im: channeling 
‘Subterfuge Skills Power Points: s nn PP 
дабы ws 14 SU Experience Pts: sen 10,235 Exp 
Stalk /Hide: „+22MM/SM pe OMM 
Pick Lock: +17 i ке i: 
Disarm Trap: 475M Defensive 

z Defensive Bonus: +30 DB (+65 w/+10 shield) 
Magical Skills Armor... mme NO Armor 
Read Rune “205M ба. #10 Shield 
Use Item: . -30SM — ens. None 
Directed Spells. 350 ಇ 

Leg Greaves: None 


3.3 ALF MEP (PC #3) 

AlE Mep в a quick fellow. Born to a shepherd's family 
near Fennas Drénin in southern Rhudaur, he learned the 
value of swiftness while only seven. When his flock was 
threatened by marauding Hillmen, young Alf ran tro 
miles to warn the townsfolk of the attack, His valor saved 
over half the Fennas Deünin’s sheep and prevented an 
assault on the town . The lad earned the title "Fast Alf.” 

Alf tired of life as a shepherd, however, so at the wise 
old age of nineteen he trudged northward in search of 
adventure, His goal was the lost treasure ofthe Low Road 
Brigands.a hoard ascribed toa possibly-mythical group of 
renegade Dénedain. 

АЕ carries а special heirloom, the (+10) magic 
“Shepherd's Sword.” This SS" two hand sword takes 
three forms:one, astraight beech staff thesecond,a sos 
like май: and third, aglistening golden blade with abl 
leather hilt. A simple command (“change”) results in the 
sword'immediatetranformation accord:ngrothewisiders 
choice. so Alf uses the weapon as his walking staff. Aside 
from his СЕТО) dagger and Jong bow. it is Alfs only 
weapon. Alf likes to travel light and scoffs ar the thought 
of donning armor or adopting a shield. 


Name: AE Мер (aka “Fast AI) 

Race: Eriadoran (Mixed Dunlending/Norhman) 
Height: SIO" 

Weight: 160 lbs 

Hair Tawny Brown 

Eyes Hazel 

Demeanor: Quiet, cool 

Special: Walks with a fake limp 

Profession: Warrior (Shepherd) 


Level: 1 
STATS 

Sat Value Bonus 
Strength (ST) 95 +20 
Agility (AG) 59 +20 
Contintion (С 0} 90 +10 
Intelligence (0) 60 +0 
Intuition (IT) 73 +0 
Presence (PR) 3 +0 
Appearance (AP): 70 = 


SKILLS 


Movement and Maneuver 
No Armor: mr +30 MM 
Soft Leather 10 MM 
Rigid Leach -5 мм 
Chun -20 MM 
Plate --65 MM 
Weapons 
I-H Вар 438 OB (+48 w/ +10 Dag.) 
1-11 Concussion „TOR 
2-H Weapons. a +48 OB 
(458 w/+10 Two Hand 
Sword or Qusrterstaff) 


Throw: 12808 

"(438 w/ +10 Dogger ov Spear) 
Missile: or +28 OB (Long Bow) 
Pole Arms „+38 OB 


THAS 6/110 spear like Quare) 


+26 мм 
+6 MM 
+26 мм 
š +65М 
‘Subterfuge Skills 
Ambush 
Stalk/ Hide: 
Pick Loc 


Disam Traps. 
Magical Skills 
Read Rene s 
Use ltem: es 
Directed Spells... 


Miscellaneous Skills 
+10 
38 (His) 


Base Spells OB... оов 
Essence КА: в 1018 
Channeling RR .......... 'ORR 
Poison RR: TORR 
Disease RR Е „ток. 


Secondary Skills 
Animal Handling - 
Foraging. 


Languages 
Westron (Common)... S Ranke 
Dunael 3 Ranks 


Power Points: - < 
Experience Pts 10305 Exp. 
Encumbrance Penalty: 0 MM 
Defensive 

Defensive Bonus ccn +20 DR 


Е No Armor 
nem Nane 

ees 

Arm Greaves: Nene 
Leg Greaves: Nene 


34 NENIEL (PC #4) 

Bom in Mithlond, the "Grey Havens,” Neniel is a 
young Sinda Elf. Sheis aspirited and fair-featured Ranger 
whose patents traveled fiom the remote wilds of the 
Northem Waste only thirty years ago. Her heritage is one 
of adventure, exploration, and intrigue. 

Last Spring, while Neniel was encamped in the Valley 
of Dwarves about sixty leagues north of her home, she 
came across a Dwarf named Nari. After а typically 
awkward encounter by a spring (for Dwarves and Elves 


Name: Neniel 
Race: Sinda Elf (Grey Elf) 
Height: 59" 

129 Цв. 


Eyes: Grey 
Demeanor: Optimistic but determined 
Special: Has an incredible vocal range. 
Profession: Ranger 


are uneasy allies), Neniel warmed to the stout Warrior ದು 1 
and talked of her dreams, Nati spoke of tales of Dragon- 
hoards in the far-off Misty Mountains andthe two shared SEATS 
a sarlit meal, Маэ tale fascinated Neniel, for she had | Stat Value Bonus 
always wanted to travel eastward to the lands of her | Strength (ST): 76 +5 
kinsmen. The treasures about which the Dwarf spoke | Agility (AG) 99 +30 
recalled the tales she leamed as а child. So, when Nari left | Constitution (CO): 83 +10: 
later that evening Neniel resolved to seek the place the | Intelligence (IG) 7 +0 
Warrior called the "Last Inn.” Following a brief visit | Intuicion (TT) 91 +15 
home, Neniel packed a few things and set out along the | Presence (PR): 96 425 
Great East Road. Sheazrived at the Last Inn this momin, Appearance (AP): 100 - 
Neniel wears blue grey garb and carries a fine (HIS) 
long bow, a broadsword, and a dagger. Her magic silver 
ting, agif from her mother, enables her ro cast two extra 
spells each day (ie. it is a +2 spell adder). She is well. 
equipped for travails of the wilderness. 
n. SKILLS 
Movement and Maneuver Miscellaneous Skills 
No Armor: +40MM Perception nn TA 
Soft Leather 20 MM Body Developmen -30 (Hits) 
Rigid Leather... 25 ММ — Base Spells OB: NET 
Chin cc ಎರ MM Essence вас... 40КА 
Plate. „..-80 MM Channeling RR: +15 RR 
ನಾ Poison RR cnc ...+20 RR 
hé 17 Disease КК: HIORR 
LH Concussion: «a I80B Secondary Skill 
LH Weapons: cn -I80B Acrobatics, 335 SM 
Thrown. +37 OB ಟ್‌ -135SM 
Missile: +47 OB (+62 w/+15 Long Bow) Languages 
General Skills Wesron (Common) 5 Ranks 
Climb: 443MM Spell List 
"R. M 
Sii... +43 MM COND ಸೂಪ 
ಅಸರ್‌ SM Rel = Ching 
Subterfuge Skills Hee 10.178 Exp. 
ಗ ರೋ meneno HISP Encumbrance Penalty: „OMM 
Stalk/ Hide: +47 MM/SM 7 
Pick Lock: p Defensive Equipment. 


е 15 504 
+20 SM 
„135 OB 


Directed Spells: 


Defensive Bonus: ....... 
ÅROR ee 
"Shield... 
Helm: 
Arm Greaves: 
Leg Greaves: 


3.5 NARI (PC #5) 
Narî isa Dwarf from the Ñan-i-Naqrim the “Valley of 
Dwarves” in the eastern Blue Mountains. The eldest son 
of the renowned Warrior Bari, he was schooled in arts of 
war from his earliest days. He has always been a tough. 
pogoacions fighter who rejoices in a good combat. 
isalso grim and saspicionsofthemotives of all but 
hisicin and family friends. Thesole exception was a 


maiden named Neniel, who reminded him of the descrip- 
tion of the Elf Arien who saved his father many years ago. 

Nori left home last year in search of gold and jewels to 
holier his family's wealth. The collapse of their mine 
claimed Nari’s brother and left the family with litle 
income, So Ман, being the eldest, took it upon ите то 
embark on š quest to restore cheir fortunes, The young 
Warrior marched off toward the Last Inn near the Misty 
Mountains, hoping to secure word of a Dragon's treasure. 

Ман wears the magic Dwarven chainmail (which pro- 


tects him like plate armor) chat was given to his father by 
Arien. Не alio bears a stout (F10) shield, a superb (+ 15) 
war hammer, a hand axe, and two daggers. His green hood 
cloaks his helm, which bristles with a Dragon-head cowl, 


Name: Nasi 
Race Dwarf 

Height: 47% 

Weight: 150 Ibs 

Hair: Dark reddish-brown 
Eyes Blue 

Demeanor: Grim, suspicious 


Profession: Warrior 


Special: Braids his hair and beard 


Level: 1 

ЕЕ: ле. >] 
Stat Value Bonus 
Suength (S 99 +25 
Agility (AG. 81 +0 
Constitution (CO): 96 +30 
Intelligence (IG) 70 +0 
Intuition (IT) 90 +5 
Presence (PR): 62 5 
Appearance (AP) 7 一 


SKILLS 


Movement and Maneuver 
No Armor: +10 MM 


Soft Leather: n ID MM 
Rigid Leathers... -20 MM 
Chain que +0 MM 
Plate » > -35 мм 
Weapons 
LH Edged: ce +3308 
TH Corcussion: ...... ا‎ ABO 
(168 w/ FIS war hammer) 
2-H Weapons +33 08 
Thrown... +803 
Missile: m +808 
Pole Arms: 43308 
General Skills 
Climb HI MM 
Ride mm LAIT MM 
Swim: s Е +24 MM 
pu caes GSM 
Subterfuge Skills 
Ambush: š ಸಗಳ 
Salk/ Hide .*5 MM/SM 
Pick Lock. +5 SM 
Disarm Tr ^108M 
Magical Skills 
Read Rune E 
Use Teer -208M 
Directed Spell 2508 


Miscellaneous Skills 
Perception... 
Body Development: 
Base Spells OB: 
Essence RR: 
Channeling RR un 
Poison RR: 
Disease RI 


Secondary Skills 
Smithing (craft skill) 


Languages. 
Khuzdul (Dwarvish) .. 
Westron (Common) 


гад 


Sindarin ( 
Spell Lists 
Non: 
Realm: 


Power Points: 


Defensive 
Defensive Bonus: mu 


Armor s , 
(Protect 

Shiel 

Helm: 

mo 


(3S 0/410 shield) 


„.. 140 RR. 


+30 SM 


Channeling 
ир. 
10,177 Exp. 
„OMM 


+0 DB 


Chain Mail 
< Plate Armor) 


3.6 PARIEL (PC #6) 

Pariel isa Dünadan Mage, the youngest daughter ofthe Mannish consul 
tothe Elven Kingdom of Lindon. Spoiled yet compassionate, beautiful yet 
rugged, and wild yet wise beyond her years, she is a formidable woman. 

Many men courted Pariel, but it was Enach, a Dánadan Lord from 
Gondor, who won her. He found Pariel's many charms overwhelming and 
married the youthful Mage when she was nineteen. Iwasa glorious match. 
Unfortunately, their sparkling union lasted less than two weeks. Enach was 
sain by brigands on the road south of Bree, as the wedding party headed 
south toward Gondor: 


Name: Ра 
Race: Dánadan (Highman) 

Height: 5'8" 

Weight: 125 Ibs, 

Hair; Black 

Eyes: Grey 

Demeanor: Fiery 

Special: Her left eye turns green just before it rains 
Profession: Mage 


Enach's death overwhelmed his young widow. Ratherthancemuen home| [CE 1 
to the Grey Havens, she brooded at Bree for over a week. Then, when her = 
cuspis ER мн, ЖИИ ROn har lg mand rode canewer slong STATS 
the Great Fast Road in pursuit of her husband's murderers. A clue | Stat Value Bonus 
connecting the thieves to the legends of the Low Road Brigands spurred | Strength (ST): 74 +5 
her toward che Last Inn in Rhudaur. Agility (AG) 94 +10 
Pariel bears the tools to exact her revenge. (They are a legacy of her | Constitution (CO): 7 23 
fathers exalted service.) Her small, (+10) sapphire inlaid, mage wand | Intelligence (TG): 100 +25 
doubles her spell-casting power (i.e, she has x2 PP) and also enables her | Intuition (IT) 76 +5 
to cast up to 3 Shock Bolis a day without expending PPs (see the Light Law | Presence (PR): 95 320 
spell list on the Base Mage lists). Her magic (+10) dagger can be thrown | Appearance (AP): 97 = 
507 with no (OB) penalty and returns to her hand the following round. 
Perception. +15 
Body Developments vn 36 (Hits) 
Base Spells OB: +208 
Essence RR: +25 RR 
Channeling RR: au ES RR 
Warum Poison RR: +20RR 
LH Edged: .........+15 OB (+25 w/+10 Dagger) ಅ. RR кере 
1-H Concussion c Secondary Skills 
2-H Weapons... E None 
Thrown: nee +15 OB 7 
(425 w/4T0 Recaming Digg) We Commo) “Ranke 
Missile HISOË ಸ ud 
Poe An +1008 Sen 
General Skills Spell Lists 
Lofty Bridge (Mage only) 
Earth Law (Mage only) 
Y u Essence 
... 3 PP (GPP 1/12 Wand) 
Е 4 — 10,166 Exp 
debuts se tOSP  Encumbranee Penalty: -омм 
Sralk/Hide:.. SMMM Dm 
Dee ಜಾವ Bors HO DB 
Armor. No Armor 
Magical Skills Shield: 
Read Rune: Е —+3975М Helm: 
Use Tem: Jc ЖОМ леи 
Directed Spells: kusaka +2308 — Le Graves 
(#33 w/ FIO Shock Bolts) ii 


40 THE TALE agreed to use the tunnel as a lair from which to strike out 


at commerce along the main roads of Rhudaur. They 
made their camp at the Old Spring and set up sting sites 
and traps along the Low Road, so that they could escape 
Deliberately vague as to time, the Tale intended to be to Low Lake iE they ае 
appropriate for a game set in the mid to lae Third Age: Low Road Brigands embarked ола series of ruds which 
GM Note: Whn beginning the adventu and saring the all but halted trade along the neighboring highways. The 
player, the Gamers (GN) sd тай al f Sens 41 ruthless bandits earned a reputation for savagery along 
end 42 and теше Ве mformation 1 Ще player toracers with a fortune in gems and coin. 
(PCs), dexriting things from Cafe's point of view 
[01/01 ose deals даван noted as sees and take 
tare not 1o dil the informatie in Sutton 4.3, for 
is part of the story rains unknown 


The Tale provides an overview of the background and 
setting of the adventure. le is the storyline or plot 


4.1 THE LOW ROAD 
BRIGANDS 

In now-gone times, when the High Men of 
Amor made homes of citadeh set high in die 
Pell-landofRhudaus,Peay-dnarvesstllroamed 
the region. They were a scomed race, few in 
number and altogether lacking friends or allies. 

These diminutive and twisted relatives of the 
sturdy Dwarves hid in the rugged highlands 
along the northwestern flanks of the Misty 
Mountains, There, they carved caves and tune 
nels out of the soft rock and sheltered them- 
selves from their many enemies, The Petty- 
dwarves were a tortured lot, 

Despite their seclusion, the Petty-dwarves 
eventually disappeared from the Fell-land,leav- 
ing few traces of their crafts. Only an occasional 
cave, mine, or tunnel served to remind their 
mannish heirs of their age-old presence. 


Tue Соме ೧೯ Tau Losch 

About a century ago an unsavory Hillman 
fiom Rhudaur named Talin Loech stumbled 
across one of the Petry-dwarves' greatest works, 
the “Low Road." Thisancient tunnel was hewn 
froma naturalaquedactard ran east-northeast- 
erly from the Trollshaws to Coldfells 

Talin revolved ro explore this wonder and 
gathered his henchmen for a sortie into the 
depths of rhe highlands. The band of brigands 
spent weeks tracing the narrow course. Their 
journey covered over thirty leagues (about 100 
miles), beginning atthe Old Spring and ending 
at the Low Lake beneath Long Fell After they 
had uncovered most of the secrets of this crude 
but noble subterranean highway, Talin's men 


‘Tut Exo ог тис Low Roan Вилно 

Allche while the Lords ofRbudaur were ambleto find 
Talins band, regardless of the number of warriors they 
sert forth into the wilds. Traces ol tracks led the pursuers 
to the hills near che Old Spring, bur all the signe disap- 
peared on the hard rock surface of the Fellland, Two 
years of unbridled brigandry passed 

Tewas then that Arbragolof Tharbad came to Rhudaur. 
An accomplished Warrior, he had successfully stalked 
some of Cordolan's most dangerous bandits and had 
samed a reputation of being a 
assembled a pasty at the Last lan on the Great East Road 
and conceived 2 plan to trap the Low Road Brigands. 


eles manhunter. He 


A week Lates, Arbragof's warrior: ambushed Тааз 
band about ten miles north of the Last Inn, Only one of 
the brigands escaped; the re perished in a 
dying with the secret of the Low Road Talins treasure 
was never recovered. 


The Lasr BRIGAND 

Delin Bairg was sole survivor among Talin’s men. 
Separated from his companions, he had eluded Arbrago!'s 
trap. His lack oftrainingkept himfrom keeping pace with 
theband, but it proved to be his good fortune. Delin rode 
north into Trollshaws alone and bewildered, in search of 
refuge, 

Unfortunately, Delin never learned the way to the Old 
Spring nor did he know of he northern entry to rhe Low 
Road. His tenure with Talin had been too short. Delin 
wandered for weeks without discovering the acerss back 
into the tunnel where his companions had stowed their 
fortune. The sorrow that accompanied the loss of his 
friends grew deeper with each day of the solitary search 
‘When the biting snows of te x 
the Cold fell and carpeted the rugged Trollshaws, Delin 
abandoned his futile quest 

Years ter Delin returned to his search, this time with 
his cousin Manawidan Rairg. The pair documented their 
journey i 
ered the way back to the Low 
secrets perished when they were slain by Trolls 


4.2 THE LEGEND OF THE 
KINE'S HORN 

Not long ago, a descendant of Manawidan Ван 
old woman called Cigfa Bairg—stumbled upon a story 
about a magic horn. I was a legend concerning a treasure 
which contained the white Kinc's Hom, an instrument of 
untold value, The enchanted Һот loud or silent eall 
could reputedly reach for many leagues, stirring the hearts 
of friends and striking fear into che souls of enemies 


town from 


eres of poems. They may well have discov- 


ıd, but most of their 


What struck Cigía most, however, wasthe fact thatthe 
horn had been stolen in Rhudaur by bandits resembling 
Talin's men. Cigfa resolved that the Kine's Horn rested 
wich the treasure hidden at the end of the Low Road. 
Excted, she read further, looking for aclue as towherethe 
horn lay. The only clue was a poem: 


va laks, sde Sl, 
Away from trees th Bird ell. 

On Summer nights, of a wl 

At Lew Lak, ಗೇ Horn by, 

Resting cab, until he day, 

Whos tbe bondi ir om stap 


рй cursed! her crippled legs, for she knew that the 
words were those of her great uncle Manawidan Talin's 
treasure was within reach, but remained beyond her 
means, So, Cigfa sought agents who might pursue her 
dream and rescue the fortune she had coveted since 
childhood. The next day she traveled to the Last Inn on 
the Great East Road. There, she was sure to find adven. 
turers who might suit her needs 
GM Note: Cis aware of the dil of e Tale wp ti 
paint and, as notad, il velat the sory o te PCs. (Se Seton 
12 for more om starting thy PC) She does not brew af ве 
information in tl fllouin section (4.3) 


Diei Bandit 


Wilds of 
а 


4.3 THE LAKE AND 
THE LOST TREASURE 
The treasure that Delin sou 
lies at Low Lake, a vitral 
the base of Lor 


4 Cigfa now sed 
underground pool nestled at 
y Fell. Low Lake served as the northern 
terminus ofthe Low Road and provided Talin’sbrigands 
with ample fresh water in times of ref 

made their principal home, and there they stored their 
plunder. 


se. There they 


Tus Feu Sram 
Low Lake can only be reach: 


viacwo routes, The first, 


the Low Road,enrers the cavern that houses the hike from 
the southwest. A narrow door and stairway connect the 
tunnel to the cave at the point where the Low Lake spills 


over а fall aud empties into an inaccessible underground 


GM Note: The autern Low Киа 
Spring, Pu the passage bas collaps ಹೀಗ! 
naling tkis vonte трава Dis ewes only one бедни wa 
to mach Low Lake. (See ве map ben, 


ou 


Design Note: Such an сили s а convenient degre 
anche ved burl a gro toa given plece. The 
clüpicrarrovs le PCY alcmatheswiihou ಟೋ 
the flavor of she ing. I и иий tere бешик of te 
1111111111. 111 

The second way into the lak: 
Jess circuitous. It is a stair cut into the face of 
Long Fell Shrubs and trees conceal this route, 
for where the sheer cliff of d 
surrounding terrain, a bank of greenery covers 


what looks like the base. In reality, however, the 
foot of Long Fell is two hundred feet below the 
apparent base, The pines and cedars shroud a 


foot wide opening slong the cliff,» gash 
the earth which serves as the mouth of the 
chamber which holds Low Lake. The lke itself 
is tucked along the bottom of Long Fel, inside 
the cave that hides beneath the cliff. Only two} 
feet wide, the so-called Fell Srair angles steeply 
through the cleft and winds down to the shore 
of the lake in the chamber below. 


TAUNS TREASURY 
The Low Road Brigands stored their trea 
sure, includingthe Kines Hom, in a stone vault 
built by the Petty-dwarves on an islet in the 
middle of Low Lake. This two-chamber vault 
sat only a hundred and fifty feet from the 
bottom of the Fell Stair, but was protected Бу 
the watery moat. Yer this was not the sole 
defense. Traps guarded the vaults interior, and 
beside the vault Talin's men also erected а cairn made] 
from the bones of an ancient beast, a giant turtle, The 
superstitious band felt that the arrangement possessed a| 
power which charmed checool, dark waters of the 

Low Lake, 


Tue Looxs 

Indeed, there isa special quality about 
Each Spring loons congregate he pool their 
home until the late Fall. These nimble, foot-propelled, 
diving birds love the iep water and make nests out of the| 


е lake water. 


making d 


floating debris that falle from above, Their nocturnal 


scho through the chamber like the cry of an eerie choir) 


ж dusk or dawn, the muffled chorus sesounds| 


кы, 


through the forest near Long Fell. It is a be 
haunting sound. As Talin would no doubt have it, the 
loons are the only living guardians of his treasure. 
GM Note: The reference 1o “te birds tell" in Мид: 
мет relates tote cons By olloing вен сту, th PCs willjind 
the deft along Long Fell ard the Fell Starr wl leads down to 
the Low Lake 


Design Note: The wc of poems and legend make СМ. 


jo presert clues na pus Horn that sphere some of text 
ihe seting. PC 
presented with a fla 


evan perti to he mysteries, but are 


challenge 
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NON-PLAYER CHARACTER SUMMARIES 
The following chart amare br puncpal NPC 


sn this adventure, Note: See Table (ST-3) p 252-254 in NERD Fr specific Kill bonuses not proved her 
Мае Missle Mor 


Nime Lal Hits AT OB OB М Nees = 4 
Com — № 30h 5 Donnish Bard. ISPP; +8 BS +15 DS Bard spelllists А ions See p. 14. | 
Milm Baig RI Sy 10 Dualndag Warrior. See p. 15: 

Ces Bag No 3e 20 Dunlending Warrior NMalms son, see p. 15. 

Lier Baie RL ey 15 Donlending Warrior. Мате brother, see p. 15. 

[or Ns p оф луш Warrior Lar son, se p TS u 

Tam Loch с ss Danlending Rarger ВРР( #2 spell}; Ranger spel ls. Sec р. 16. 
| Nac the Bou я. uE Talis wld bow, see p. 16 Fat see S 1-2 for авио eflect on DB. 
Pullin No ep 15 Бани Stout. Se p 17 

prom Ns #0h 25 Eradoram Sout. Fuleviars son, see p. 17. 

Frecwian No заь 15 Барам Wars Full шана, мер 17, 

Nels No Зет 15 Esiadocan Като Frrcwian som sos 

Ga No 10 10 Dunlendng Scoat Баймат Dunnkh servant gil see p 17. 

Boedi No I5 10 Dunlmding Scout, Arcwnans vife, se p. 17. 

СЕД No 554 20 Dunlending Warrior. Nels wi, see p. И. 


Bonus of NPC (includes sed if np) 

AT — Amor Туре No=No Amor; Ch=Ch igid Leather: SL-Soft Leather: Pt=Plae 

“Melee OB — Primary Offensive Bonus in Мак and weapons eed. Weapon Ableewationa follow OB’: ba 
Ф = eros; d = chis ср = composite bow; da = dager П = hil ba = honda; = halbard ja 

ml = mounted lies ne = net qs = sta = short bow sci sl = ding sp = зр 

ire hac op 

Mûsile ОВ — Ойун Bona when инер amie weapon, Ss shove for weapon bonis Мом Моненед and Maneuver boms. 

BS= Base Spell OB; DS = Онес Spells bonur 


bles; bo = bola: = broadsword 
javelin; Ib = long bow; ma = mace: 
sit; s = short sword; t5 = two-handed sword 


ship. 


Cfa Baig 


5.0 THE NPCS 


The Trolishawsand Coldfells of Rhudaur ar 
burunforgiving highlands, colored inanastoundingarray 
of cool hues and marked by row upon row of saitlike 
grey cliffs. Few folk roam these wilds, Only hunters, 
out lated Hillmen make their hemes in the 
Fell land. 

Aside from the travellers ndinnkeepers ar the Last Im, 
three loners compose the primary non-player characters 
(NPCS) in this adventare. Each is related to a member of 
e Low Road Brigands andhas a vested interest in Tali's 
treasure, The first is Cigfa Bag, who is responsible for 
prompting the party into seeking the cache at Low Lake. 
Neat comes her distant cousin Malm Pairg, a dangerous 
herder who unwittingly holds a clue to the location of the 
there is Taim Loch, 
scoverad the treasure, 
h a savage real 


scs, and 


pool below Long Fell. Finally 
Talin's great-grandson: Taim 


GM Nore: Мот, an adventure might inue 
any menber of NECS, име the PCs bawe a pletboraof 
apis and could encounter virtually any acest 
peren in de region. Tn suc a sase, th CM фо 
оттон all k folk who migh have an impact on de 
PCS and ter adventure, Te stronger an NPC or he 
PO sas and 
rei more th in sespe, so ме 
ied the NPC: sh party an encounter bo trae 


iM iront 
wh 


The three descriptions thar follow incorpo- 
ate mostoftheclementsa GM needs to out 
when conceiving an NPC. Each individuals 
appearance 


5.1 CIGFA BAIRG 
Cifga Bairg is an old (3rd hl) Dunnish Bard 
who was crippled as achild by fall she incurred 
while ranning from a war-party from Angmar. 
To this day she Jeans on her gnarled (magic) 
stall as if it were a lifeline. (Iris, after all, a x3 
PP multiplier which adds +5 to all her spell 
attacks/rolls) Her stoop reinforces her short 
(5'3") profile. Troubled, bitter, and somewhat 
mean, she has little love for others. Cifga shares 
her disregard of life with virally all of the 
Big 
The Bairg blood also 

f her билу, Ci 

nd алай ass Her wid 


profession, demeanor, goals, 


all listed. 


er appearance, 
a has dark red 
wrinkled 


chin give her a wizened look, lt is a 


Like che 


hair 
fa 


disconcerting countenance, Unilatteringattire completes 


the image of a woman who long ago loot any concern for 
outer beauty 
One thin, 


Kinds Horn, 


fascinate her, however, and that is the 


с (tightly) believes it to be a powerful 


bardic artifact which will enable her to weave enchant- 


ments with magic notes. Her hunger for it will nor abate 


So, Cigla seeks à means, any means, to acquire the horn, 


igh’ plan involves duping a party of young adventur 
чэ into braving the wilds 
Long Fellin the southern C 


A Rhudaur and journeying to 
fells. Using 
ш, she believes the party 


her late oncle Marawidan's р 


can find Low Lake and dain Talins тезше. The 
treasure is her ore, for all she wants is the precious white 
Kinc's Horn. To this end, Cig 

Ton in search of candidates for her ploy 


52 MALM BAIRG 

Malm Bairg is Cighi's remote cousin. A Dunnish 
herder, he, his brother Laer, and their sors Clee and 
Ondurs tend a flock of sheep in the ruins of an ancient 
hillfort that overlooks the Teregenen (S. “Trollwater”) a 
tnbutoryoftheriver Bruinen(S."Loudwater”)thar flows 
through the southern Trollshaws. Their otherwise p 
routine is punctuated by the nocturnal plundering of th 
neighbor's herds, raids which have resulted in more than 
one murder, Майа and his lot are a dangerous group. (In 
тезу, Malm and Laer are both 3rd Is] Dunlending 
Warriors 

Unlike Cigfs, Malm does not lock like a Вай. Short 
 blond-haired, and cheerp-eyed, Бе has the guise of 
3 sprite-like hil-spiric His colorful checked pants an 
striped jerkins lend him a festive quality which 
belies the furor that drives his soul 

Malmis th scendant of Marawidan 
Bary and is the oral legends asso 
d with Manawidan's quest for Talin's trea 
These vague stories have magnified the 
herders already-considerable greed, But Malin 
has had no clue as to the whereabouts of Low 
Lake, so he has scoffed ar pursuing Manawican’s 
dream—until now. 

Recently Cles Вай, Maloys son, retumed 
from alongtripto Bree. Clesroomedarthe Last 
Inn on his way h here he met Cigfa and 
leamed of her proposals. The lad refused the 
oldwoman'soffer without revealing theitblood. 
w nights later he told hi 


ties and, a 
Malm ot 
Coldfells. Malm realized that Ci 
how discovered Talin's hoard, so the he 
Чоре a plan to follow her lead. The 
Malm set out for the inn. Once there, he 
a watch over Cigf 
any pert 


intending to shadow 


out to retrieve the 


long ago elude 3 
GM Note The, Mala intends fallow the PO on 
the Low Lake: One ter the PC; 

to Mal plot ard tke berd 


prso staal he mes by any means posible 


including kiling the PCr. But, lik tle РС, Main в. 


senavare of the pregna of Tam Loe 


Normally, an NPC who tracks the PCs would ha 
continually make tolls for tracking maneuvers or, 
king manuevers. In such a case, wh 
sver Malm came within eye- ог earshot of the 
PCs would get a chance to discover him if they made a 
successful perception oll (See Section 5.4.2 ofthe MERP 
rulebook formere on these maneuvers.) For the purposes 
of this introductory s, however, we suggest th 
GM simply let Malm successfully follow the party. 
Never above slaying a rival, Malm caries the weapons 
necessary to extract the booty from an unwitting foe. His 
(+15) magic shorisword has an invisible blade which 
gives Malm an extra bonus (+20 OB or DB) during the 
of Elven Boots of Leaping 
feet in any direction up to 


vistal contact, 


[ventu 


Frstround ofany meles. A 
enable him to instantly leap 
two times a day. 


Malo Bairg 


Zain Inch 


5.3 TAIM LOECH 

‘Taim Losch stands in the way of the plans of boch 
Cigfaand Malm. The (466) Dunlending Ranger is the 
guardian of his grex-grandíthers treasure and now 
resides in a small cave that overlooks the top of the Fell 
Stair (che best entry to the Low Lake cavern). While he 
Борев о eventually move the trasureto his home at Pedol 
Brin in eastern Rhudaur, Taim now bides his time 

Taim stands a full six feet in height and is strong of 
build, His rigged features, light beard, and long, reddish- 
brown hair are typical ofa Dunnish nobleman suggesting 
that Taim and his ancestor Talin Loech sprang from royal 
roots. The Ranger's practical clothesdo little justice to his 
otherwise imposing figure 


Yai ва cool, aloof loner who lost his wife and child 
en to sickness à score of years ago. His sorrow is deep- 
seated and drives him to regard animals, rather than Men, 
as his best friends, His companion isa frightening Wild 
Boar called Muc, a pugnacious beast who sports finely 
worked copper sheathing on his long, sharp tusks. They 
make fine partners: Taim the hunter, and Мис the gath 
‘rex, Muc likes to root out tubers and stalk berry bushes 
while Taim plays morose tunes on his wooden flute. 

anys ure is more than а mere musical instrument. t 
houses strong magic (and serves as a +2 spell adder 
When played, ай folk within a 25 radius must sis its 
power (I RR versus a 2nd lvl Channeling spell) or the 
will become confused and unable to act (for 1-10 rds; 

The Rangeris well-protected againstambushes 

when he is lost in music 

Besides his flute, Taim carries a pair of 
daggers, а hand axe, and a (+20) yew longbow. 
Each ва well-crafted heirloom, borne down 
through many generations. In addition to his 
spells they provide the Ranger with a consider 
able arsenal with which to defend his supposed 


in and bis Boar Мис are the PC? 
¿luow adueruaries wile Мат на bss aot fe. 
Mal wll no dot he pleased with the фай f Tain 
and Mi, bat be hopes tbat he roo will weaken the PCS 
рану bore they perish Afterall ir will ale Ма 


task mab easier 


Muc the Boar has been added to illustra 
two factors critical to most good ach 
The frst sth 


familiar animals can be danger 


y adversarios whose very pres- 
ence makes a setting seem all the more real 

as a link to ou 
A simple encounter with a potentially trying 
animal can be as much fun ss a struggle against 
some hideous creature, We have included Muc 
so that the GM can employ such an encounter 
without having to worry about che (mostly 
andom) rendezvous with animals which are 
inherent in most scenarios. 


‘own world. 


Afterall, they serv 


Thesecord factor is thaca combinationofan 
МРС with an animal companion can pres 
serious obstacle, Most animals rely on well 
developed senses (eg, а Dog’sar, in this case, a 
Boar's sense of smell) which give them certain 
advantages, Muc, for instance, might smell à PC 
hat neither he or Taim cansec, In tum, Taims 
eyes and wit make up for many of Mucs 
shortcomings 


54 FUILCWIAN 
GM Note: Unlike Malm end Тат, Бийлик right 
actually sid the PC Hy is но rind of Cie, sr and 


conldproveso ea dangerous ೩4190. The РС mt reat im 


canal, for Feilen is an example 5 млати oF 


onal" character вен lopli aw acer or predica 
Puilcvian is a grizzly Northunan herder (and 4th lvl 
Scout). Once a loner who hunted and herded in the 
Coldfells, he is now a somewhat 
shepherd. He resides with his son (Arcw 
(Farlewiar's brother), Frewian’s son, and three Dunnsh 
women at Benhos, a somewhat restored hall in an ab, 
doned Dunlending hillfort (see Section 62) 
Fulcwian grew up in the same hamlet in northern 
Rhacaur as Cgf Вир and che two played together as 
children, They were only separated when a party 
Angmarim (men from Angmar) attacked the зеет 
While Cigfa was injured and lost her parents in the fray, 
Fuilowian escaped unscathed, for it later turned out that 
Fuilcwian's father Batis was the trator that betzayed the 
hamlet'strust. Cigfa has never forgiven any of Fvilowian's 
family for Bats’ misdeeds, On the other hand, Fuilewian 
and Frecwian held Cigfa responsible for Batis’ recent 
death. (Batis was hung at Cameth Brin two months ago 
after bring reported to a local Dunadan Ranger.) 
Fulcwian is a typical Eriadoran Northman: rugged, 
physical, quiet, and proud. His pale blue eyes, fair skin, 
long blond hair, and healthy beard enhance the image of 
a tough but noble frontiersman. Standing 6" 
without his stout (+15) broadsword, he belies the im: 
of the timid shepherd. Of course, much of Fi 
family herd has been acquired by raiding 
Fuilewian is an accomplished rustlr 
Because of his years in the Coléfell, che Northman 
herder knows much ofthe Fellland.Hehas often camped 
n the trail near Long Fell and, more than once, has heard 
the nocturnal cries othe loons on Low Lake, Those were 
solitary days, brightened by songs and tales span by 
passing campfire bards. One such story spoke of a lost 
pool and, even now, Fuilewian recalls how he sat staring 
atthe moon, wondering ifthe loons had found the mere 
cas a question he never} 
legend of the Low Road Bandits or of Talins Treasure. 
Thisisthegrearestironyin the herde?s story. Fuilewian 
even has a key to the vault that holds Talin's Treasure, a 
key thar Cigfa remembers from their youth (see Section 
6.2 at #5), Bur as greedy as Бийсулап is, he remains 
oblivious to the clues he alone holds 
a 


bereen the trame end бе bosi ake, be wil wn 


and never 


1081೩75. 
like Malm, 


sed. since henever knew the 


Note: Skuld Fuilwien eer diserver the сото 


dy act и 
recover the bourd. Ho wil gather bs brcher and bib sons and 


жї өш, making the PC» effet nearly somos 


PCs mus take case o veek Min ом bent sevealing hir cou 
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wapu cora Freno crease new real for e reuso 


6.0 THE SITES 


The Lions of ве Long Fel revolves around исе specific 
sites: (1) ehe Last Ino; (2) Malas Hose; and (3) the 
g Ful 


tained adventure, there 


complex at Low Lake by Le 


Design Note: Smee this is 
ira definable sorting peint and destination. Le sites ruse 
are predictable, since he РС are permite 

fiin, ln a mare sermal erario, tbe GM тыу brew de 
PC objective, but à тиу be dffiodt pedit Heir rou, and 
therfore the adhenture sites along be way Ths forces the GM 
1» rogh ou a variety of plas, providing Ве mos: probable 
advertere sis withthe most detail Of coarse, the GM can also 
ws vandardizel deg for certain sites, or he can simply “roll 
vw he flow.” 


шану ile 


Tac Рлкту ROUTE 

This adventure takes place along a route which runs 
cast and chen northeast through central Rhudaur in 
Eriador. (See the Route Map below.) It begins at the Last 
Innalong the Great Bast Road, just east ofthe Last Bridge 
which spans the river Mitheithel (S. "Hoanwell"). From 
there, the PCs joumey to Malm Bairg's house, fifty miles 
cast along the Great East Road. After leaving Майиз 
home, the party turns from the highway and takes the old 
road northeast through the Trollshaws region. They will 
take the right fork where the road splits forty miles to the 
north, avoiding the huge citadel at Teregost 


Pa 
Qu 


Һаман 


Long Fell is just north ofthe trail and lies one hundred 
miles east of Teregost. Itis ten days travel by foot from the 
Last Inn. The cliff itself overlooks the upper portion of 
the river Bruinen; Low Lake rests beneath the ground 
along its southern edge. 


6.1 THE LAST INN 

Rhudauris 2 poor and dangerous and. Overrun by the 
Witch-king of Angmar in 1409 of the Third Age, its 
rugged and heavily-wooded highlands were all but de- 
populated long ago. Now, ic ts a wild territory, Few 
vestiges of the old Dunedain Kingdom remain, one of the 
most notable being the Last Ian by the Last Bridge. 

The Last Inn isa relatively modest stone haven which 
forms the easternmost way-station along the once-busy 
Great East Rond. It is the refuge of travelers, hunters, 
herders, and adventurers living in, or journeying through, 
Rhudaur. Without any competition from towns cr sil- 
ages, the inn serves as the focus Sor local commerce and 
culture. 

A two-story main building with an attached shop and 
stables comprises the U-shaped inn complex. Itsurrounds 

courtyard, where the well-shaded well sits in a 
mforrable setting. The min door faces away 
from this verdant court and looks out on the Great East 
Road. 

Aside from the outbuilding, the frst floor of the inn 
contains accommodations for the iankeeper's family, as 
wall as a kitchen, a tavern, a private room, a public room, 
and two curtained booths. Two large communal guest 
halls and four well-heated private rooms compose the 
upstairs, Thick carpets and tapestries, heavy wood beams 
and reddish stone lend the place a warm air. 

А half-dozen to a dozen patrons lodge at the Last Inn 
acany given time. Some aretraveling merchants or adven- 
turers, while others are locals: hunters, trappers, herders, 
and the like. All enjoy the unprying hospitality of the 
cheery, forthright Gramm family. Together with their 
two sons (Leddon and Puil) and three daughters (Minna, 


Bannie, and Glesfa), Rubb Grumm and his wife Bura run 

a comfortable and ficient establishment. 
GM Note: While he inn normally bas a arid rd vader 
random colon of lodgers, the mix sn for shis raris. The 
crippled Bard Сура Barg eot от private rom Aller 
rum is taher by a humer ld Malu, «flow wo cn 
М the POS wak any irons or tral tips they might 
rire. À famil of frr ride în on ofthe отта} gust 
ll ups Led by tke eldest on Aruld, а eran ron Ве 
Andein Valey, bey generally kap charles, The only ойе 
visitor из herder med Grom Gror his a private room and 
spend bir ein he tavern king wah on Сода Make 
ai рау bin бе КЕ vigil oping to derer he old woman's 
plans wi mart Be tasare, (Maui ordi kis carp 


mary) 


THe LAYOUT оғ THE LAST INN 

1. Stables, The stable complex includes nine horse stalls, 

a grain store, and a small smithy, 

2. Shops. Here the two Grumm sons handle most of the 
repair work. Theshops include a carpenter's shop, a 

cobbler bench, milling wheel, а lestherworking table, 

and tool sore 

3. General storage. 

4. Kitchen. The large kitchen is suited to preparation of 

meds for up to thirty people. 

5, Tavern, This cozy nook is the haunt of locals looking 

fora bit of gossip and drink. Besides the ап guests, there 

are between one and six local folk bere every evening until 

the eve-hour before midnight (11:00 p.m.) 

6, Public Room. The main door opens into the public 

тоот, which is heated by a large stone hearth (that shares 

the chimney with à counterpart in the kitchen), A bar 

dominates one wall. Four small tables,cwo square andtwo 

round, permit quiet dining. À larger table seats parties of 

up to twelve 

7. Private Booths, Curtains shield these alcoves from the 

public room. 


(лә 
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NON-PLAYER CHARACTER SUMMARIES 


Regular at the Inn (optional for this scenario): 


Tuin (Ar Gar) Falen, Gelderg, and нор ве MERP 998-100, 


This chart summarizes the NPCs ar the Las Inn or chis scenaro: Note See Tabie (51 3] р 232-254 m MERP For specific skill homes net provided hee 
Мае Missle Mov 
Name Lol His AT DB ಊಂಟ OB OB M Notes 
RubbGumm 3 66 № 0 N Ө 5% 10 Erialomm Wamior-lankesperof the Last Inn. 
Bas Gramm. 5 61 No 5 N бук 40b — (Š Eradorn Animist. 10 PP, 42 adder +1085, 12505, 
knows Animist spel ats & Seger Wes. Rubbs wifi, 
4 45 No 10 N ಗಟ бр Eridoran Sow, Rats (гы on, 
1 25 No 20 ಬ Xé 40% Eriadorsn Scour Rabb second son. 
Miss Gunn 2 23 № 10೫ гар 20% Eriadoran Animist, 6 PPs, +T adler, knows Bial Ways, 
ofer Maya, Pla Mane, GBS. +21DS Rob 6 
ಹಂಗ Gramm 1 24 № 10 N 20d 40b 15 Eradorm Soui Ruble second daughter. 
| Geh Gumm Т 22 No 15 N 25d 30b 20 Бал Sut Киа third нәһи 
Madolich 3 40 No 20 N dip Sip 25 DunienáingScoot A local bunter 
дем 5 53 Ch IS N Ss dsp 10 Eridorn Scout. A merclunt rom the Anduin valles, 
баш 2 30 № 15 N 3p УМ 20 Eeaáorm Scout A scil herder. 
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ADowat | 8. Downstairs Hallway. This passage connect the public ನ 
room with the stairwell and an exit to the courtyard, The Ба 
private room and the innkeepers quarters open onto the Да 
hallar. C 
9. Stairwell, a 
10. Upstairs Hallway. This hall opens onto four private 
guest rooms, two larger common halls, and a balcony. 


LL. Common Halls. These rwo large, informal chambers 


provide lodgings for the less discriminating patrons, 


12,Privace Guest Rooms, These four rooms accomodate 
one to four guests, Two have hearths. 


GM Note: For mercon the Las Inn, see te adventure in the 
МЕКР puls boot 


6.2 FUILCWIAN'S HOUSE 


GM Note: The PCs ay wish trae from бе Last In te 
Long Fel oy way ofthe тат Buen home, Fnilowian was 
cbidbcod rind of Cigfa Ban and, albo the Bard and the 
Tender new bate one une», Cigfa know thai Exile miht 
lp the PC. Afer ай, Few one lived ir tke southern 
Coll, in rhe ana where tle Low Road Bandits snpposedly 
lived БийлмапаЬ» stingy possesesa key (ee #бе below) 

ав holds Talis; Treasures Se Section 54 jor 


тен regarding Багат) 


m the va 


Fuilowian the Herder resides at Benhuis, a partially me- 
stored stone hall set in the center of an abandoned Dunnish 
illo, Two concentric carthen wall surround the upper 
portions of the ternaced hill, the only remnants of what was 
once formidable fortress, Th 
Teregnen the 112) City by the Trollvate since it was 
built upon a step height beside one of the two largest rivers 
bom in the Trollshaws. Lyirg only a few mikes south of die 
Great Ease Road (and only four miles north of Malin Bay's 
cower) the town once commanded two great avenues of 
make. TSE Men sy ama bota qa que ly for iris 
considered a haunted plac. 

Fuilcwian and his compatriots are happy to hide behind 
themystique chat shrouds their home. Few dare to venture 
close enough to bother them, and those that do are easly 
fouled or dispatched. Fuilowian's chief chore is keeping 
hissiall herd of sheep and cattle from roaming oat of the 
Jave atop the hillfort. Smoke from the cooking fires is 
minimized by using the proper mix of dry wood, and a 
blue dye is added co give ita otherworidly tone, 

GM Note: Note the ily’ concern for renaiin hidden A 

simple clue lihe meke jov a fre can betray ones presence and 

location. This applies to sdwnterer on mee, anda party of 

11111111111 hir daily routine, Since 

‘his is a starting adventure, He GM might not тай be as 

Vigorous as usual with respect ole PCS отв however, it 

dels to point out the erst of remaining avare of the 

797/1035 of every action. ven singly incensa 

ties aen lad o dangerous vss So, f ym cam, get Ве РС fo 

establish a well-concived daily routine which thy use unless 

Шет modified. 


An average day at Benhuis involves a bit of herding and 


s called the site Caras na 


hievery and ends with a simple feast. The seven res 
dents—Fuilewian and his son Accwian, Arewian’s wife 
Boeda Fuilewian’s brother Freswian, Freewian's son Nels 
and his wife Gocdía, and a servant girl named Cimra— 
share а relatively casy lfe. Feilewian or Freeman take 
turns tending the sheep and leading the boys oa nocturnal 
raids, while the volatile Boeda oversees the three cons. 
Cosdfs manages the household with the aid of young 
Cines 


Every fourth werk (except during winter) everyone but 
Fuilewian drives the small herd downriver to а secluded glen 
by the River Bruinen, the old family homesite. There, the 
fists picnic, and meet with other close family members. 
Fuilewian tied of these affairs long ago, so he remains at 
Benhais and guards che belongings of his brood. 
GM Note: The period dare of met df balasini 
group allows te PCs to journey to Bend ана fue only one 
NPC. Using proper tining, te PCs can mert Failewian while 
de is alene, Ths shouldbe no probos, sine te art ofthe 
adventure cere ponds wit етту gathering f Fuilowian’s 
din, In anormal scenario, оламе fhe CM igh ete scale 
wellhead f ting so hat the PCs mast investigate ве routine 
а Вафиз (or rely on Ich) inorder ovid ere most 
eral of he sites sven residents 


Ruined Castle 
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Тик LAYOUT oF FULCWIAN'S HOUSE 
1. Main trail. This ancient road connects the Bruinen 
Valley to the south with the Great East Road and, 
ultimately, the town of Cameth Brin. It was once a busy 
trade route, but now it is a seldom-used trail. 
2. Teregnen (Troliwater) Ford. The swiitly-moving 
waters ofthe stream make crossings treacherous. Even the 
ford is dangerous. A fall in the rocky stream will resultin 
the victim taking 1-10 hits plus a +25 (Large) attack on 
the Grappling and Unbalancing Attack Table (AT-6) 1f 
the PCs usethe ford, it isa Hard maneurer on the Moving 
Maneuver Table (MT-I), Should the PCs cross else- 
where they must make an Extremely Hard maneuver, The 
ford itself is difficult to discern, so the PCs will need to 
roll a Hard (-10) perception roll on the Static Maneuver 
Table(MT-2)in order to spot the proper crossing point. 
3. Fuilewian's Hill. This commanding height is terraced 
and occupied by the remains of a Dunnish hillfort. A dey 
"ncat surrounds the bottom of the hill, Another moat 
circles the hill about halfway up the sice, А high earthen 
wal lies in between the mors. Atthetop ofthe hill, above 
the second moat, another earth-wall rises, I served as the 
defenders final defense. Both walls were once crowned 
with wooden palisades. 
4. Gate maze. Thesouthward-facinggate isthe only entry 
to the hillfort, Here, rhe trail switches hack and forth up 
the hillside. 
5. Summit common (Fuilewian's pasture). This oval 
field covers the hills summit and now serves as a pasture 
for Fuilowian's sheep and cows, It once served as the 
townsite for the hillforts Dunlending residents. 
б. Benhuis (Fuilewian's house). This role stone complex 
once served as the fine lodging fora Dunlending Chieftain 
and his retainers. Te is only partially restored, but it 
remains quite comfortable. À description of is chambas 
follows: 
a. Main ball, This 20520 chamber is mo longer 
roofed, It once served as an entry hall and greeting 
ares for the Chieftain, but it в now simply a 
courtyard where the horses are stabled, 
Ъ Great Hall, This 20%40" chamber is the main 
diningand entertainingarea The wooden balconies 
that once encircled the upper walls lave rotted 
away, Two great unlocked oak doors guard the 
entry. А wolF-shaped door knocker decorates each 
side of each one, They serve asa means of control- 
Jing intruders. Unless either one is pulled, a pair of 
stones covering the 6xG area in front of the door 
fall away, revealing a 30' pit, The stones are hinged 
on a counterweighted spring mechanism, so they 
swing back up to their original position (ard reser) 
after depositing the wictim(s) in the pit trap, Vic- 
tims receive а +30 (Medium) Fall/Crush attack 
(see Table СУТ-2) Inorderto spot the trap, the PC 
must make a medium (+0) roll on the Static 
Maneuver Table (MT-2). Disarming the trap ва 
Hard (-10) maneuver, 


GM Note: PC: suni w tle door knocker or brave le tp. 
or entering she Gra Най, unless Fuilewian himself opens 
te deor rom wakin. Inorder te negotiate е ap the РС mast 
first spot the mechanism using a Premio rl or by sting ii 
ў Tien, thy musi ior diam or be le trap, armo 
ey have rol figured oui tbat a ой pul ore the door mehr À 
fine Nou thas tbr rip only goes off when Ве vor move, so 
азайт sucesflly opening Ве dor far панар before jalig 
эй pet thers to pass sed sac Йе trap ree and de 
door doesn't ned to be moved any mor). 


< Kitchen. A pair of ಚ cooking chimneys 
dominate the 151215 room. The nook in the far 
comer houses a deep well, which в protected by a 
musty wood and bronze door. 


d. Peivies Two stone shafts still servet 


residents. 
ailewian’s room, Once the Chicftain's Hall, his 
15515 chamber now houses Fuilewian Ben and his 


collectionof booty. Fuilewian has achest filled with 
coins (30 gold pieces and 1000 silver pieces) and 
jewels (ten jewels worth about 10 gold pieces 
apiece) A pair of boxes fc underneath his grear oak 
bed. One holds an enchanced black iron Ring (a +2 
Channeling. spell adder), the other a +15 Long 
Bow. A ruscy key les under the silk that caresses the 


bow 


GM Note: Apparently wimeriant th hoy is actually one 
¿fiber вен сравасрипи бе ае to he шї tol 
"lors Treamen, (е HT in Section 6.3) The PCs wit. 
mente ik, sf ап ten rly Hl, it might be wort 
taking along, Another key ofthis type rn presion of Tain 
Led (on Setions 53 and 6.3) 

£ Freewian's room. Frecwian lives in what was once 
rich tapestries and isthe most comfortable chamber 
in the house, except for its lack of windows 


mory The [ S'e1 S' room has walls covered by 


Frecwian's treasure is stored in a secret 5555 

nook behind the Бе headboard, It is Very Hard 
(20) ко perceive (use Table MT-2),andis reached 
by sliding the bed to the side, Ic contains a bag 
containing 25 gold pieces, a bundle holding three 
gems (each worth 20 gold pieces), and a box which 
holds a necklace worth SO gold pieces. 

в Arewian's room. Arcwian and his wife Boeda 
occupy this 1S'z10 roon 

valuables here since even Arcwiandisrusts Frecwian 
and Failevian. 

h. Nel? room. The 1515107 chamber is home to 
Nels and his wife Соса Their recently deceased 
dog Nydlanga slept in the hollow in the outside 
wall, guarding the secret entry/escape roure. The 
hollow is Easy (+20) to see from the inside, bur 
ExtremelyHard(-30)10 spot fromthe outside (use. 
Perception rolls on Table MT-2). 

i Cimri's room. Here the servant girl normally lives 
in misery. It was once a root celar. 


They never leave any 


6.3 THE LOW LAKE 
BY LONG FELL 


Design Note: Low Lob is ob is PCS alias gal 
Combined with Long Fall, 11111111117. 
qul. is design uses nora 

and grandeur, anphasing бани fantasy eris sre 
afier simply medications of nature’ oun gifts, The maka a 
ming oll he more ндон, omahing Не playere vo 
relat о the plus and Berfor spend Ван dll 


spe tenir ema ende 


Lonc Fert 
The key to finding Low Lake is, of course; Long Fell, 
asheergeey escarpment which overlooks еВ iver Bruinen 
about forty miles northeast of Rivendell It s an imposing 
height. What appears to be a three hundred foot cliff, 
however, is actually even larger, for the Fell rises five 
hundred feet from irs true hase by Low Lake. The lower 
two hundred foot section of the wall reaches into the 
cavernthat lies along its southwesternsideard isobscurred 
by the surrounding terrain (see the Long Fell cross- 
section). Only a shrub-shronded, six-foot wide opening 
along the cliffs edge provides a ink between the upper 
and lower portions of the Fell This crevasse serves as the 
principal entry into Low Lake Cavem. (Fee more oa the 
ways into the cavern, see Section 4.3.) The sourd of 
LLoon-calls echoes through the crack each evening, Бата: 
ingthe presence of tl, freshwater below. These birds с: 
be heard a mile away. 

A trail runs along the base of the Long Fell and crosses 
southward over the River Bruinen at a nearby ford. Just 
before this пай cuts south and away from the flank cf the 
Fell, the Fell Sair appears, like a diagonal scar knifing 
across the cliff face, Mest wanderers see the staircase as 
nothing more than a great crack in the grey granite and 
give itlittle notice. I is here, however, that those in search 
of the Low Lake should leave the road and head toward 
thespot where the staircase appears to meetthe base af the 
escarpment. 

1. The Fell. The cliff isa five hundred foot high granite 
fice rising from the shore of Low Lake and culminating 
st the top of an outcropping called Fels Brow. 

2. The Fell Stair. Beginning behind Fell's Brow, this two 
oct wide staircase cuts diagonally across the cliff face, 
Once it reaches the mouth of Low Lak: Cavern, the 
staircase descends in a series of winding switchbacks, The 
base of the stairs is 
ground pool, It is a Hard (-10) maneuver to stay on the 
stairs under good conditions. When it is stormy or too 
dark, travel on the steps is Extremely Hand (30). 

3. Cavern mouth. A six foot wide opening runs for about 
three hundred fee, along che line where the Long Fell 
would normally merge with che surrounding landscape, 
The Fell, of course, descends another two hundred feet 
below the cavern mouth. 


л a rocky beach beside the under- 


4. Taim Loech's cave. Taim Loech and his Wild Boar 
Mu (see Section 5.3) live inthis 16° deep, & wide, tall 
cave. This cave opening is located just above ground 
level bur it is concealed by a tree which grows out of the 
side of Long Fell, making it Hard (-10) to perceive. 
Taimís eme overlooks the point where the Fell Stair 
descends into Low Lake Cavern through the cavern 
mouth. Since the crevasse which serves as mouth to Low 
Lake Cavern s only two feet wide where it passes Tan's 
cave, Taim and Мис can cross the mouth with à short 
jump (the fall, of course, is only two hundred feet). 


GM Note: Tain or Muc are on wax 75% of le tine ew 
roll of 01-75). Sod they be sera te PCS pre thy 
soll waitin ambush, attacking whenthe PCs start don te Fell 
Str. (Se Son $2 for пон on encounters wits Тат.) 


Low LAKE 

Any descent into Low Lake Cavern is treacherous 
Steep and only averaging two fect in width, che Fell Stai 
isa dangerous construct. It should never be taken lightly, 
but it is the only way down, short of a drop along a rope 
or a dive through mid air. 

The Low Lake isa clear, deep pool shaped like aseren- 
pointed star. But foe the island at its center and a pair of 
rocky shelves that serve as the lower landings of the 
stairways that enter the chamber, the lake occupies the 
whole of the cavern that bears its name, Hundreds of 
graceful Loons tred the water ard, at night, turn the 
chamber into a choral hall, 

"The case has a two hundred foot high ceiling and 
measures about four hundred across at its widest point 
Rich deposits of colorful minerals and copper-hearing 
rock lend it an air of enchantment. 


1. The Low Lake. Varying between four fest and six 
handred feet deep, the Low Lake is an ancient pool, À 
great spring and rainfall drained from the Long Fell 
constantly replenish its reservoir, Its waters are cold and 
fall of minerals and, because of its movement, quite safe 
to dink. 


2. Dwarven trap. Constructed by the Deny-dwarves long 

ago. this trap guards the base of the Fell Sir It is very 

Hard (-20) to perceive and Hard (-10) to disarm (Сол- 

sale Table MT-2 in the MERP roles book.) 
Trap—The mechanism uses a steel spring which 
triggers a group of fourteen spikes. Anyone placing 
mors than 49 lbs of weight an any of the ast seven 
steps of the Fell Stair will set off the tap. The step 
will recede three inches and a stone wall panel will 
slide downward, sending the sper out of the wall 
Those victims Caught on the stairs receive one to 
three 470 spear attacks. 

The trap-spring resets after being triggered, for 
the act of setting off the trap opens a water shoot 
When the water enters the shoot under presse, it 
tutne a water-whed which moves a ser 
and restores the spring mechanism to a ready posi- 
tion, (See Design Note on page 25.) 


oF tage 
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Chamber 


Stone Vault (5:7) 


LONG FELL 
(CROSS-SECTION) 


s caven | 2, ರಾ Fell 


Design Note: Thi нар i Мей on а pac! working 
mechani By constructing and describing the manner which 
а trap operate, you gh the PCs a feebng of realiom and provide 
боп wab a риге to ehe (sing tey ile Не ner 
ml) For bata, nia ae players an set pa rope wich 
genes ib le iris deii Ш ee w Дт be apo 
the wali pel Sneb a tal adis a bt f flavo to e gane. 
Remember Bat be somplsiyf a trap ಹೊಸ reflet the sil of 
ds builders end brio] hs mission. rap tat guard great 
mesure are generally rage Alo nate that map which are 
continually теу nerd to ert 
3. Submerged walkway, This SU long, fattened stone 
ridge serves as the accessway to the islet where stone vault 
which holds the treasure les. Since it lies a few inches 
below the surface of the water, itis Hard(-10)to perceive 
and requires a Medium maneuver to cross 
4. Islet. A 30 long, 20 wide, LU tall stone vault occupies 
much of che 40° diameter islet. Aside from a cain made 
of giant turtle bones, it s the only structure on the islet 
5. Vault entry. The entry to the vault is barred by aste] 
door. Two stars descend to the door, an opening which 
is only S' high and 3 wide. The door is locked ard Hard 
(-10) to open, (Use Table MT-2 in the MERP rules 
bock.) Of course a key obtained frorn either Filewinnor 
Tam Losch will unlock it. One raises che door using a 
handle set near che base. А lever connected to the top of 
the door, bur hidden in the wall, connects the door to the 
srap mechanism in the outer chamber. (See #6 below.) 
This leverisimpossible to remove without boringínto the 
wall. Beyond the door is a circular stone stairway which 
descends into а 1Ox10? room, che Outer Chamber of the 
vault 
6, Outer Chamber. Rows of holes adora the walls of this 
10x10 zoom. Aside from the stairwell entry, che only exit 
is asteel door set in the opposite wall. This door lifts open 
and provides acces into the Inner Chamber, Although it 
is rot initially locked, the door is trapped. 
Trap — The trap is Medium (+0) to perceive, but 
Extremely Hard (30) to disarm. (Again use Table 
МТ-2 in the MERP rules hook.) If the door is 
opened more than 3 without the trap being dis- 
armed, a series of levers set in the wall open a set of 
doors which permit the waters of the Low Lake to 
spill through the holes in the walls of the Outer 
‘Chamber. Water pressure forces the door to fal, 
reshut, and lock; and it also doses and locks the 
ic entry. (See #5.) Victims tapped 
in the room find that the chamber fills in only 12 
ends (2 minutes). they do not escape soon, they 
dows. Escape is accomplished by opening ether 
door out of the chamber, both of which are locked 
and Very Hard (-20) to open from the inside 
(Unlockingthe door while swimming isa maneuver 
modified Бу -I00 + characters swimming skill 
bonus.) As noted above, key obtained from erher 
Euulewian or Taim Loech will open the entry door 


door at the 


7.Inner Chamber, The Inner Chamber ва ОТО room 
with a 10 ceiling. Within it, strewn all over the floor, is 
Talin's Treasure, [t is the legacy of che Low Road 
Brigands. 

Talin's Treasure: 


— 1,000 silver pieces, in pilesamidst the remains 
of two decayed chests; 

— 50 gold pieces, scattered about; 

— one pendant worth 10 gold pieces, in a bag of 
black silk adorned with a seven-pointed star 
sewn with silvery thread; 

— ten gems, each worth 2 gold pieces; 

一 si +5 brondswords; 

— tro +10 shields; 

— one magje +5 dagger which retums to hand of 
user one round after being thrown; 

一 one quarterstaff, a x3 PP spell multiplier; 

— à pair of Boots of Passing (fir any size), which 
leave no footprints; 

— à suit of +10 plate armor; 

— a suis of magic +10 chain mail which is +20 
versus missile weapon attack, 

— a Helm of Night-sight (fits any size), which 
erabies the wearer to see in moonlight (that is, 
outside and when the moon is up) в it was 
a cloudy dey; and 

— the Kines Horn, a magic white ox-horn inlaid 
with silver. It is a x4 PP (Essence) spell 
multiplier which gives the wielder а +20 
bonus when casting any Bard spells. The horn 
has two mouthpieces, each keyed toone of the 
Horis two powers. Unfortunately, the Horn 
can be blown only 2 times per day. When 
blown on the left side, all friends within a 100 
radius add +25 to ther OB and DB for the 
next six rounds. When blown through t 
right mouthpiece, the Horn makes ne n 
but it will summon any one person within a 
ten mile range who the user knows to be 
present (within the range). 

8, The Low Road, This stairway leads up to a door and 
а passageway ext, the northern terminus of the ancient 
Low Road. The Low Road rans underground for nearly 
опе hundred miles but is now collapsed at the southern 
end. (Ac the GM's discretion. it may be blocked along the 
way as well.) ‘Those entering the passage are in fora rude 
surprise 

9, Waterfall, Here, the Low Lake empties into an under 
ground stream. The stream meets the River Bruinen after 
a southward journey of some two miles 


7.0 THE TASK 


The Loms of the Long ЕА adventure revolves around one 
queststo discover thelocation of Low Lake and to recover 
‘Talin's Treasure—in particular, the Kine's Horn. Je is not 
an casy task, but the PCs will find that few worthwhile 
accomplishments come easily. 


7.1 STARTING THE PLAYERS 

This adventure begins with the PCs’ separate arrivalsat 
the Last Inn. There, they settle in before encountering the 
mistress of their venture, the Bard Cigfs Вар. Cigfa will 
meet with each PC separately in a private booth adjoining 
the тоз Public Room (see Section 6.1 at #7). After 
speaking with them individually and insuring herself of 
their relative loyalty to her cause, she will gather them 
together by the hearth in her private guest room upstairs. 
She will then offer cach $ gold pieces to solidify their 
commitment and help equip them Гог their journey. 

The PCs should get to know one another if they have 
not already met by this time. Cigfa will see to it that chere 
is some cohesion. Her plan calls for duping the party, but 
she still desires competent and capable pawns. Any divi- 
siveness will doom her strategy. 


Tre Fmsr $rip Тыс Тир то Brus 


THE SECOND STEP: THE JOURNEY TO Low LAKE 

From Benbuis, the PCs will head toward the Coldfells 
© will tell them all she can about the tale (sce Sections 
4.1 and 42) and give them a copy of the poem and 
something resembling an accurate map. But beyond that, 
the Bard will beoflitiehelp.Itisupto the PCs to discover 
the specific location of their destination and achieve their 
gal 


Tus Taro Sre» Tas Reruen 
Cigh will note that the Low Road's southern end has 

collapsed and thar any renen vía rhe underground runnel 

will be precarious ar best. This is an important warning, 

for her word is true and, should the РС, 

might he trapped in the bowels ofthe an 

by the Репу-бызгуев. She may care little for the PCs, but 


she i very concerned about the fate of the Kins's Horn 


7.2 AIDS 
Aside бош the poem and legends, Cighi’s rough se 
Мар”) 
Te shows the route eastward to Fuilewian's residence at 
Benhuis, aswell as the major trails into the Trollshaws and 
Coldfells ro che north. 


gional map serves sche primary aid, (Sce “Cig 


Cigta will cll for warm, spiced wine, her 
tea and cakes before outlining the plar over a 
small feast. She suggests that they seek her 
enemy Euilewian at Benhuis, 


ಟ್ಟ the 


herder's key in the process. (Ci 
some knowledge about Fuilewian's home and 
his raiding operation, but she will pot tell the 
PCs for fear that they might realize her great 
concern about her foe.) 

So first, the PCs will travel co Benhaisandsee 
theshepherdFuilewisn. Their mission willbe to 
Learn as much as they can about the lay of the 
land ia the southern Coldfell, deriving what 
they ean about clues to the location of the Low 
Read and Talia's hold at Low Lake. la addi- 
tion, by buying or stealing the key without 


raising suspicions, the PCs will have a signif 
cant start. But, they must accomplish this side 
mission without mentioning Cigfa o; upsctting 
Fulewian. 


Cgf Map 


Fuilewian can provide mote detailed information. If 

keep him friendly, Fe mighteven draw them a map 
‘uilewian's map”) but che party better have a good 
reason for needing his help—a rationale that does not 
excite Fuilewian's ovn greedy tendencies. For instance, 
they might be looking for a lost friend, or they might claim. 
that they plan co start a mine. 

Obtaining Fuilcwian's key is even trickier. Theft is one 
possibility, but it must nor be detected, less it alarm the 
dangerous herder and his kin. Alternatively, the PCs can 
Purchase the key; however, again the party must have a 
story supporting its plan. Sachanexcuse might asser that 
they are looking forkey ಲ್‌ (е 
“a rusty key about six inches long which is engraved wich 
a Dwarven symbol”), one which opens a keep door or a 

try. Showing care not to offer too much or too 
e, the PCs then might volunteer few silver pieces for 
knowledge of such an it 
actual possession of the key. 

Further aids are few. Most are inthe possession of che. 
party adversaries—Malin and Taim—neither of which 
will offer aid under any circumstance. Acquisitionof hese 
items, such as Ташу key and map, depend on the PCs! 
ability to vanquish their foes. 


7.3 OBSTACLES 

The obstacles confronting the PCs are tough, but by no 
means, overwhelming, Since the usually active and dan- 
gerous beasts of Rhudatrs Trollshaws and Coldfells are 
not involved, the primary problems revolve around the 
terrain, the craps, and two NPCs, 


y or a gold piece or two for 


Tue TERRAIN 

Rhudaur is a rough land particularly the area north of 
the Great East Road, Cliffs and rocky hills cover the 
landscape: forests and fens fill almost every hillside and 
hollow. Even simple travel plans can unravel in this wild 
locale. 

For purposes of this adventure, it is suggested that 
moving maneuver rolls only be made when the PCs 
actively challenge a diff or stream, such as in the case of 
the Trollwater Ford near Fuilewian's house or the Fell 
Staircutinto the Long Fell. These trials provide sufficient 
excitement for beginning PCs and might even best some- 
one. Additional maneuvers involving terrain are suggested 
only when the PCs actively tackle a significant obstacle 
(eg, they leave the trail in order to scale a spire of rock 
because “it looks intriguing”) 


ти Такев 

Traps mayberheroughest foes the PCs face. The door 
inco the Great Hall at Fuilewian’s house (see Section 6.2 
ac H6b) is the first of these deadly mechanisms, but itcan 
be avoided altogether by aparty choosing to simply knock 
en the door. 

The traps at the Long Fell (see Section 63 ar #2) and 
in the vault on the Low Lake (see Section 6.3 at #6) are 
Jess forgiving, Boch can be deadly. If perceived, however, 
the first trap can be bypassed by avoiding the lower steps 
of the Fella relatively simple operation. The second 
wap can be overcome with a good disarming rell cr, even 
if it is set off, with one of che vault keys obtained fiom 
Fuilewian or Tam. 


Тне NPCS 

PCs generally have less control over NPCs than they do 
over the terrain or traps. Like the weather, NPCs are 
capricious. Unlike the weather, which has been omitted as 
a factor inthis beginning scenario, the NPCs present real 
problems for the party. Malm hopes to shadow them ar 
every turn and attack when they have penetrated the vault 
and are at their weakest moment. Taim seeks to ambush 
any intruders. Taim's Boar Muc makes him even more 
dangerous, particularly on the precarious steps of the Fell 
Stair, 

Thenchereis Fuilewian(see Section 54),theone NPC 
that the PCs can influence. He and his kin can quickly 
defeat the party if aroused and readied although, like any 
NPC, he can be overcome if alone and attacked by à 
coordinated group. Fuilewian's strength is such that, even 
if he is quickly slain, he might significantly weaken the 
adventuring group. Every challenge undertaken stands à 
chance of hurting the PCs, 


7.4 REWARDS 

Cigfa offers the PCs all of Talin's Treasure (see Section 
6.3 at #7), save the Kines Hom. This is a considerable 
fortune for young adventurers, In addition, the Bard is 
willing to offer $ gold pieces apiece as an advance against 
expensts. This is quite generous, 

‘Other treasure lies at Benhuis (see Section 6.2 at #6: 
and #69) By overcoming or robbing Fuilewian and his 
brother Frecwian, the PCs can acquire even more booty. 
Some PCs might even seek to doublecross Cigfà and keep 
the Kine's Horn, risking retribution ar some future cate. 
The question of greed versus risk will dictate the success 
or failure of the group. 


8.0 THE ENCOUNTERS 


GM Note: In à picil senario, the CM might voll te 
ಮೋರ random encounters, wing a chart sei wp for the 
мїм setting or the MERP Encounter Table (Table ST. 
10), In naka cese, he PC: weuldmahe ose roll (ibe “avoidance 
ral ble CM roll an “activity roll” By adding appropriate 
modifiers and comparing te difference безин te tw кети, 
GM can 

NPCs 

Only three encounters affect the this adventure and all 
involve the PCs meeting one of the NPCs. The following, 
notes show how the NPCs might react under certain 
грез 


8.1 ENCOUNTERS WITH 
FUILCWIAN 
As noted. Fuilewian the herder is a mercenary sort of 
fellow, Opportunistic and skilled in the arts of thievery 
he is not above mayhem or murder. It is best to meet him 


termine wether he PC: encounter bests or 


when he is alone. 

Any encounter with the herder will seem awkward. 
Fuilewian always bears his deadly broadsword and will 
keep it drawa and ready until he в comfortable, Should 
anyone make an overt move which seems dangerous, 
Fuilewian will make an example of the poor sot. Even if 
то опе makes such a move, howerer, he will remain 
suspicious of their motives, so care is suggested. 

YEFailewian survives a fight with the PCs o discovers 
something missing after they have left, hewil seekto exact 
revenge. This will mean gathering his brother and sons for 

hunt or, should they be gone, leaving a nore before 
departing on trail. 


8.2 ENCOUNTERS WITH MALM 

Encounters wich Malen will occu in two ways; the PCs 
wish warrior as he stalks them, or 
Malm will surprise them after they secure Talins Trea 

Should Malm be discovered, he will weigh the stus- 
n. He might act nonchalant and attempt to "act" his 
way out of the situation, For instance, Malm might claim 
that recent lootings near his home led him to watch the 
patty as they travelled through the area, or he might 
pretend to be a warder who seeks poachers. Malm wil 
only flee if be is sure his ruse has failed, and he will пос 
fight unless cornered. 

Inthe rare case where he must run, Malm might employ 
his Boots of Leaping to get a head start. He can jump 
quickly and unpredictably, foiling most pursuers. Unfor- 
tunately, he can only use this power twice a day, so the 
warrior will be judicious about resorting to such a tactic. 


will either spot the Dı 


Malen also likes to use surprise їп a melee. While his 
composite bow is safer, his invisible short sword often 
enables him tostiikeopponents beforethey even know he 
is armed. Once he swings the blade, though, it becomes 


visible, and Malm is careful comakecheinitial blow count. 
Tf Malm can trap a foe and ambush hin, he might choose 


his bow, but generally he prefers his sword. 


8.3 ENCOUNTERS WITH TAIM 

Taim has the luxury of largely controlling his position. 
Accompanied byhisBooar Muc, he can keep watch overth 
entry to Low Lake Cavern most of the time. His Ranger 
skills make him a vigilant and formidable foe. 

Tain likes to keep hidden until his prey is vulnerable, 
ideally somewhere on the Fell Stair. This gives him a set 
target who cannot safely flee. The Ranger knows that 
escape down the stairs is obstructed by the Dwarven 
spike-trap, and that flight up the steps might be all but 
insane. Using Mac to hold the top of the Fell Stair, he 
ong Bow to rain arrows on his anfor. 


employs his fine 
tunate adversaries, 
Since Taim often plays his late (10% of the time, roll 
-100), methodical PCs might discover his presence. 
Thisis particularly truc ofa party that waits and observes 
the Long Fell area before attempting to descend into the 
cavem, By discovering Taim, the PCs have an enormous 
pony to aroi an massing and possibly Gal 
ambush, 

T confronted, Taim will resort to using his hand ax 
retreating into his cave or taking the Fell Stair up the cliff. 
Мис will cover his retreat and, should Taim be injured or 
killed, che Wild Boaz will turn on his master’s enemy with 

frightening vengeance. Muc will gore anyone he per- 
ccives to be a danger го the Ranger 

Remember that Taim nows all about the Low Lake 
Cavern and the vault, Utilizing his knowledge abour the 
trips and safe routes, as well as his key, he can skillfully 


ontmancuver all but he cleverest of PCs, thereby provid. 
ing the рату a considerable challenge 
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OTHER MIOOLE-EARTN ROLE 
PLAYING PRODUCTS 


#2003 Middle-earth Campaign Guide™/ map $20.00 

112 packed pages + a full 24° x 36" color map insert of Middle-earth 
(originally published as two separate tiles, Middle-earth Campaign & 
Adventure Guidebook Votumes 1 & 11). The well-documented reaches ot 
northwestern Endor, as well as the shadowy lands that comprise the rest of 
the continent are included in the in-depth coverage of he entire history of 
the West. Theme maps detailing topography, climate, trade routes de 
population centers will help any МА сми campaign. Alsoincluded are 
а comprehensive glossary and an Elvish dictionary provides notes on 
pronunciation and grammar. 


#2004 MERP™ 2nd Fd. Combat Sereen™ $8.00 

"This sturdy comtat screen includes all the MERP tables needed for 
bates, maneuvering, and action, The sereen measures 34" э 11 ard the two, 
TT x VI" reference sheets can be used as screen extendens. 


42008. MERP Poster Maps™ $15.00 

This finely packaged tubed set includes ICE” original ೩3 poster map 
of Middle-earth (also in the Middle-earth Campaign Guide) and ICE's 
22°x34" Northwestem Middle-earth map (alsointhe Northwestern Midde- 
earth Gazetteer). These two acclaimed maps are heavier paper in poster 
format with no grid overlay — NO CREASES! — are sure to bea must tor 
any Middle-catth gamer or cusan 


42005 Arnor™ — MLE Realm $35.00 

This initial release in the new Realms of Middle-earth series covers the 
Norch Kingdom that wasspltinto thre: independent, neighboring butlesser 
states in the year 861 of the Third Age. Much of the materiai covering 
Anthedain and Cardolan was previously available in Rangers of he North 
and The Lost Reclm of Cardolan. Te information on Rhudaur, together 
with more extensive lore concerning the inhabitants оГ sundered Arnor, has 
never peared in previous modules. Color maps of Arthedain, Cardolan, 
Rhudaur, Tharbad, Arniminas, Fomost etc 


#2006 Valar and Maiar™ — Peoples of M-E $1540 

Valar and Maiar isthe first book in ICE's new “Peoples of Middle 
var" series, This lavishly-illstratal character compendium documents 
the Holy Ones the exalted Valar (Мапи Elbereth, Аше, the Black Enemy 
Morgoth etc.) and the Valar's immortal servants, the Maiar (Gandalf, 
Saruman, the Balrogs, Sauron, eic). 


42007. Minas Tirith™ — Citadels of Middle-earth 
$25.00 
The first ina series of Citadels, this new printing of Minas Torch", will 
teatre a brand new expanded and improved 2 ft x 3 tc color city map 
insert With à new lay-out with new interior art, this product has all the 
information you need to take your campaign to the famous Guarded City of 
Minas Tirith. (Nate: this replaces previous ST#8301). 


#4000 Northwestern Middle-earth Gazetteer™ $20.00 

“Thisis ಯು 
Map Sef™ This 160 page sourcebook provides critical facts forrole playing 
campaigns set in any sile in northwestern Endor. Realm descriptions, site 
entries, and information ontrade routes as well as data ontopography and 
climate derail the world presented visually пепо set. The gazetteer aiso 
includes 122" x 34" color map of northwestern Middle-earth 


These fine products аге sold at better retail outlets worldwide. Avail- 
able at better game stores contact ICE, Inc. P.O. Box 1605 
Charlottesville, VA 22902, USA. Prices are subject to alteration 
without prior notice. VISA and MASTERCARD orders (and catalog 
requests) call (800) 323-0479, Virginia residents, Canadians, and 
‘overseas customers cal (804) 295-3917. Please make phone orders 
during business Four: 9am-Spm (Fastem Time), Monday-Friday. 
Callor write for a free catalog! 


DISPLAY AND STAND-UP 
CHARACTER GUIDELINES 


РНЕ DISPLAYS 

This product contains larger versions (called displays) of the layouts 
forthe sample game sering in Pare VI of MER? (p. 98-112) as wel as 
genetic countryside displays that can be used for camping, encoun 
ox bards thar take place inthe countryside. Also included are rurupa: 
sot plastic sheets with heageids (consisting of hexagons) printed on 
them. These sheets can be place over the displays to aid in resolving 
movement, The hexagons (heses)can be used to paupe distancesand to 
resolve movement 

Dering pla, he Gamemaste should only reveal to the players the 
parts ofthe displays which they have already discovered, To accomplish 
this the GM mayeither cover the undiscovered parts with sheets of paper 
or he may cu the displays into seperate pieces (usually separate rooms 
or halls) nd bring the various pieces into May as they ate entered, 


THE STAND-UP CHARACTERS 

The sand-up characters are printed in full color on heavy, 
coated cardboard. When cut out, folded and placed in the plastic 
stands, they provide individual figures for the characters. These 
figures have their professions, his, levels, armor, and some of the 
moreimportant bonuses printed on the back, This same nforina- 
tion may be placed on the six PC character figures—use a pencil 
so that you can change the values if the characters reach a n 

perience level. 


Note: Soul ets figures aed minier ave also тайа (з prion 
rar dater Minus panda ёва o preme 
am ji теит pring atispas n a Fans Role Playing 
airmen. Afine range МАД ат mata fron Ме Maura 
этем at 0 1 0003411055 114771 
to vas miniatures Gall titan of ain: ras and hen) ae markers, 
Hle ae cutout e fermato on tie back Нечик ар characters and tape 
эт pute бебин sf обоих Ober pe of markers sud as ден 
piss cem be ad ina smile pamer. 


KEY FOR THE STAND-UP CHARACTERS 
Nane, Culture Race Profession = As defined by MERK, 
Lei = Expenence Level 
Mes. = Movement and Maneuver bonus os Anno: normally wor 
АТ = Amor Type (Le. the type of armor normally wora 

Nose RL Right Lider SL = Sof, Leahey, Cain, Plates 

H = Helmet; AG = Aem Graver, LG = Lag Groner, 


Dh = Defermive Вот (special bomas i ane ie normally sed, eg, dield 
bonus, defensive spell bonuses, c. DB includes specal boms if one is 
ಡರ а parentheses, Sh = Shield 

OB = Offensive Bonus (weapon used & weapon bonus) Weapon category: 
This OB е wegpon bonus if one edited in remises The 
ಬೋ E CH Edged, C = 1-H Concussion, T 

aded, Th = Thrown, M= Masa P 
ಗ ho = hola h 


composite bow: da 


ma = meening stary mÍ = mounte rc ne = теӊ qı = quiet 
то = thrown rock (solve on MERP Table AT-4 weh a Fumble 
«la Base Range of 50) Le 
nnd 
ei; wp = whip. 


PP = Power Points (spall bonus itm) "+i" indicates a +# spell adder; 
si" indicates as spell miller (ahead induced in PP, given). 

BS = Base Spell OR 

DS = Directed рев bonis, 

Nete: For approximate values for other skill bonuses, a Gamemaser an 
refer to the Master Character Table ST 3 (MERP p. 252-254), 
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Middle-earth Role Playing Accessory Pack includes: 

' THE LOONS OF THE LONG FELL, in enthralling adventure in 
the Trollshaws that introduces MERP" novices zo Tolkiens 
eid and th wenden of fantasy cole plying m Middle car 
So ily developed characters ca о play d enjoy with 99 

ue sr 
E End qos ее ния 
соса ಮಟ 


Mapes Fonrplans of che adventure stes geared specifically lor 
the GM, with information that should intially be concealed 
from the play 
60 STAND-UP FIGURES exqusitely rendered in full color. All the 
people encountered in Zr Lorsof de Long Frl att included, a 
well as the ceatares and folk from the sample adventure in the 
Middle-earth Role Playing” rul-sbook. 

° 16 PAGES OF COLOR DISPLAYS breng adventure alive when 
standcsp figures are placed on their surfaces, Youll see а сп 
view of the etainand the action. The plays include soler 


maps ond floorplans 
The Las Lon, Fulewianis House, & The Long Bell for de 
«дусу in this Aecewory Pack 
The Ruined Cote & the Trolls Lair forthe сеи an the 
Middleeant Role Playing rales 

+ DICE for use with MERP and The Loos Не Ens БЇ 
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Come to Middle-earth and experience thrilling. 
moments such as when the Ringwraitbs approached 
Strider and the Hobbits on Weathértop 


Over Не Ip of ie deli, on the side away from the bill, hoy 
111.11 saw a shadow ris, ene shadow or mre thant 
one Thy strained their ces, and the shadows seamed ಐ grow 
Soon there could be по doubt thre or fouer lack figueres were 
standing there of the slope locking down ow then. Fredo 
шей tat be Beard a fin bes as of venomous breath and felta 
thor piercing dill Then the shapes slowly advanced.” 
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